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Here is a glimpse into original ideas 8 ee 
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could run within the game. It also Le p Bedi Subst — Sheate- fH), This was a Panorama from when we were really starting 
looked at how we could incorporate sees _ ee 33 /lose y  toget to grips with our game. Interesting points are — 
different calendar events into the yp! prez i a you can see we were still exploring the old tropes of 
game. It's always amazing how (eye - ee “eg | Stoner, Cheerleader etc. These tropes remained in the 
many ideas get left behind once the ae Metoats = boruse® (oper) game for a crazily long time. So long that they started 
reality of production kicks in. it is > © (ES | 4 to become engrained in the code — so much so that 
always a balance between retaining - » mens ee ee many events still refer to Slasher and Camper, rather 
what is really essential and parking >) than Killer and Survivor. We still hadn't fully settled on 
| ? our individual loadout systems or exactly what form the 
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Without a prototype, Dead by Daylight simply wouldn't have been. The concept Is clear 
enough, we did enough pitches to excite a lot of people over the years. We even made 
some very early prototypes more than six years ago. Ultimately, despite the obvious 
interest in the idea, it wasn't enough to jump the bridge between imagination and 
finance. We knew the idea waS good, even having developed a smaller version of the 
mode during the multiplayer portion of Naughty Bear. The mode, Jelly Wars had three 
bears trying to carry jellies to a big mixer while Naughty picked them off one by one. It 


was highly promising and even featured our first attempts at a live lobby. 


We set out to do out first prototype really small. It started with one (expert) designer 
with a ton of Unity experience. He rapidly created the core loop that replicated the hide 
and seek gameplay that we were after. The heartbeat went in immediately and the 
initial interaction was just hide. if the killer got yOu, then you died. It was immediately 
promising and we continued to develop the one-v-one game, slowly introducing new 
people to the concept as WE went. 


Before we knew ita few months had passed and we had developed quite the little 
game. New mechanics had flooded in, some fun and some not. New interactions and 
objectives came next, filling out the raw gameplay. We had a problem though. 

All this time the game was one-v-one. No matter how many cardboard screens 

and cheats we used, including multiple lives, We had no idea how the game would 
scale to full multiplayer. 


We then began on our second prototype in July 2014. This time adding a small team of 
programmers, still working in unity, to develop the network code. The goal was still to 
try and replicate the hide and seek gameplay but this time with four survivors on the 
local network. We streamlined the initial features, picking only the most fun mechanics 
and trying hard to stay focused. It took us two months to rebuild the game, but the 
results were spectacular. We worked hard to keep the build playable at all times and it 
allowed us to gather even more support than before. 


At the end of the phase we had the sort of prototype that some people considered an 
almost working game, however It was clear that we had more to do. There still hadnt 
been any development on the character progression oF the procedural levels. Even this 
prototyping phase had brought us closer than ever but still a long Way from our goal. 


in November 2014, we began a third prototype. this time with the goal of exposing the 
meta-game, developing a second killer and the bare bones of the procedural system. 
The goal was to be able to seamlessly transition this prototype into a final, early 
access, project somewhere down the line. A couple of months later we had completed 
the task for a behind closed doors show and tell at GDC. The results were spectacular 
and the project reached a new phase. 
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What is fear? Fear means a lot of things to a lot of different people. Some people 
} are terrified at a picture of spiders, others put spiders in their mouth for fun but 
* turn to jelly in the dark. True fear is hard to capture and represent. However, the 
fear that we wanted to go for, was that fear of being caught. Our original 
inspiration from the game was hide-and-seek. That feeling of remaining 
motionless while the hunter swoops past unable to find you is a precious 
childhood memory for a lot of us. 


It's no surprise that, when asked what their favourite moment of a gameplay 
session is, the answer is often the same. “When the killer past me in my hiding 
spot and he didn’t see me and he was only three feet away.” That amazing sense 
of helplessness as you remain motionless, praying that the killer won't discover 
you is a magic moment in the game. The feeling that is released as you realized 
you escaped is true relief. These magic moments are the driving beats of the 
survivor gameplay, and building a game to capture these moments was 
challenging. We tried to replicate this feeling in several ways: 


There is no safe place. We found early on that a level that contains a truly safe 
place (a roof you can get onto etc.) was both deeply frustrating for the killer and 
ultimately worked against the stress for the survivor. Levels are built so that there 
is nowhere where you can't be caught. 


We took away combat interaction from the survivors. Early iterations of the game 
has the idea that survivors could melee attack the Killer. These created unwanted 
situations where it became a matter of skill vs the killer as to who would win. No 
longer did the killer hold the sort of power that would terrify. In fact, we started to 
see games where survivors would start to hunt the killer and we even started to 
see the killer running away. On reflection, this was counterproductive to the entire 
loop and so we readjusted. There are ways you can interact with the killer, such 
as the flashlight, but doing so is dangerous and has limited rewards. 


Human opposition. Of course, making the enemy a human controlled character 
adds a layer of unpredictability and intelligence that just cannot be replicated by 
Al. Knowing you outwitted a human is just better, apparently. Humans also make 
the game hard. When making any survival game, the more powerful and 
devastating the enemy, the more likely you are to be stressed. The game is 
balanced and that balance means that survivors must engage actively with the 
hiding mechanics if they are to have any hope of surviving. The goal being, if you 
made it out of the door, you deserved tt. 
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but works amazingly well in the game. For us there are a few, but the key 


pO coe feature that doesn’t make any real sense (when you really think about it) 
a 
re | ones are, the heartbeat, the killer's red light and the generators. 


—_ i The heartbeat works as a proximity alarm for the player. It also artificially 
- stresses the player making them more prone to making a poor decision. 
al | That poor decision often gives them away and a chase ensues. Now, it’s 
- true that this heartbeat is weird and that its volume and intensity are 


a based on something that you might not even be able to see. However, the 

value to the core game loop of surviving is so high and the overall use of 
it as a balance tool to keep the survivor in the game is so massive that it 
was unimaginable to drop it. 


The red light is mysteriously projected in front of all killers. It doesn't 
really make any actual sense and, in early iterations, it was represented as 
a shadow. The power of this feature is that a survivor can be hiding 

behind a wall and see a killer come right up to the entrance (without even gs 
seeing them) as their light projects their vision cone. This means we can | 
have even more special moments in the game than we would normally. 


The generators are in the fiction of the world, but they make as much 

sense as any other multiplayer game mode objective. After all, in world 

war two, they weren't really raising their flags over enemy territories, or 

carrying flags back to their house to score points. We wanted an 

understandable gameplay mode (to begin with) that Players would latch 
on to and would support repeat play. 


We had many ideas for other generator and door combos that we will 
surely revisit in the future but the most important part was creating a 
streamlined and simple objective system. The core goal being, that once 


{ you understand, you don't have to think about it again. We want survivors 
‘ to be thinking about finding generators and how to activate them under 
extreme stress. 
All three of these features were very much candidates for change 

throughout the entire process, with many other suggestions flying about. 

In the end, they changed a bit but we went with something we knew we 

could control and would work with the overall game systems. 
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